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INTRODUCTION TO
CHAMPIONS

Welcome to the superpowered world of Champions!
Here's where the four-color fantasies of comic books be-
come real; here superheroes and supervillains do battle for
the destiny of the human race. Champions allows anyone to
become a superhero and fight for justice. With these rules
and your pencils, paper, and imagination, you can recreate
the fanciful world of the comic books and adventure novels.
But beware! Champions s not a game for the weak at heart.
It takes guts, intelligence, and imagination to succeed. Can
you meet the challenge?

Champions has all the rules to show you how to create
your own unique character. Any power or ability you've seen
in the comics can be duplicated with the Champions rules;
this is your chance to create the character that you want.
Once you've created your hero, you'll join other heroes in the
fight against evil.

So get out there and BE A HERO!

( WHAT’S INSIDE )

You've started in the right spot. First, here’s a list of what's
in the book, so you'll know what you have:

HERO System Rulesbook: The first section of the book,
this section has the rules necessary to play Champions.
The Rulesbook includes introductory material, in case
you've never played before. This section also has all the
rules necessary to roleplay any type of game, from
fantasy to science fiction. It is identical to the HERO
System Rulesbook sold separately (so you don't have to
buy it).

Champions Sourcebook: This section explains how you
can use the rules in the Rulesbook to create your own
comic-book game. There are also extensive guidelines
on how to maintain a Champions campaign.

Champions Campaign Book: This includes ready-to-use
material for your Championsgame. There is a superhero
team called The Champions which you can play. There
are over a dozen villains to lock horns with. And there's
a ready-to-go scenario that will propel you right into the
world of comic-book adventuring.

Before you start, you’ll also probably also want:

* Pencils and Paper

+ Copies of the Character Sheets

» Miniatures or markers to represent characters.
» At least 3 six-sided dice for each player

* Lots of imagination

( HOW TO USE THIS BOOK )

If you've never played a roleplaying game before, start at
the beginning of the HERO System Rulebook. There you'll
get an introduction to roleplaying and a review of how the
HERO System works. Then you can get a couple of friends
together and turn to the introductory adventure in the Cham-
pions Campaign Book and begin playing. Once you've
played the game, then go back at your leisure and read
through the rest of the Rulebook.

If you're an experienced roleplayer but unfamiliar with the
HERO System, you should also read the beginning of the
HERO System Rulebook. But you might also want to read
through Character Creation and Combat to get a better idea
of how the game works. Then play the introductory adven-
ture and move on to the Mob Rule adventure.

If you're already a HERO player, then you don’t need to
play the adventure. Read all the way through to catch all the
rule changes and additions.

All players and GMs should read the rules all the way
through when you have time.
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HOW TO USE THIS GAME

You probably want to get started playing right away. If
you've played other HERO System games before, you
already know how to play. Read the section titled /f You've
Played HERO Before. Then skim through the Combat
section, then read through Character Creation closely. Or,
if you want, you can skip Character Creation for now, and
start playing right away by using the heroes provided in the
Sourcebook. The Mob Rule adventure in the Campaign
Book is ready to use.

Those of you unfamiliar with roleplaying games (or unfa-
miliar with the HERO System) should read through this
whole Introduction section. If you and your friends want to
start playing without learning all the rules, one of you should

volunteer to be the Game Master (GM). The GM should read
through the first Introductory Scenario. When you're ready
to start, give each player one of the heroes from the back of
the Campaign Book. Everything you need to know about
combat is in the Rulebook; when you have questions, just
look in the appropriate section of the book.

Of course, eventually everyone should read all the way
through these rules (if only to catch all the jokes). The section
on Campaigning Champions is particularly important: it will
help you get the feel for comic-book roleplaying. When
you're more familiar with how the game works, Character
Creation will show you how to create any kind of character.
You can even recreate your favorite characters from comic
books or stories.
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IF YOU'VE NEVER
PLAYED BEFORE

( WHAT IS ROLEPLAYING? )

A roleplaying game is very different from traditional games
like chess or poker. When playing chess or poker, the object
is to win — to beat your opponent. The object of a roleplaying
game is to have fun and be creative with your friends.

A roleplaying game is like a play. A play has a director who
helps set the scene for the actors. The director has some
control over how the actors will react. A play also has an
author who sets up the situation (the plot), decides what each
character is like, and then writes lines to reflect the person-
alities of the characters. The characters react to the plot in
ways consistent with their personalities.

When playing a roleplaying game, one player takes the
parts of the director and author. This person, called a Game
Master (GM for short), decides the basic plot of the adven-
ture. The GM describes the setting to the players. Each
player creates his character including powers, abilities, and
personality. The player makes up dialogue on the spot,
trying to talk and act as his characters would in the situation
the GM has created. The GM acts out the roles of all of the
people the players encounter in the course of their adven-
tures.

Once combat occurs, the GM takes over as a referee,
deciding what rules apply. The rules tell the GM how to use
dice rolls to determine the outcome of fights. The GM also
plays the part of the opponents, deciding what actions they
will take. The players respond as their characters would. If
a player tells the GM he wants to hit an opponent, the GM will
tell the player what dice he needs to roll, and what number
he must roll on the dice to hit. Of course, once the players
are all familiar with the game “mechanics”, play will proceed
much faster.

The storyline or plot of the game is responsive to the
players’ decisions. No two adventures will be the same
because of the different directions that the players take. The
GM integrates the players’ ideas and responses into the
game. ldeally, a roleplaying game involves constant feed-
back between the players and the GM. It’s like stepping into
a great adventure novel or movie.

Don't let the apparent complexity of these rules discour-
age you. The rules are designed to reflect “real” life (as seen
in movies, paperbacks, and comic books). The rules are
simply a tool so that everyone can understand the actions of
the characters. After playing the game a few times, the
mechanics will be very familiar, and everyone will be able to
concentrate on roleplaying.

HOW TO PLAY
THE HERO SYSTEM

The HERO System looks complex, but don’t worry, there
are only a few concepts that you need to get started. This
section introduces the basics of the HERO System, enough
to get you started playing. Don’t worry if you can’t remember
all of the details just now; as you play the game you’'ll
remember, or can look things up. Later on, you can read the
rules more thoroughly to learn all the ins and outs. For now,
look at the character sheet. All you need to play the game is
listed there.

CHARACTERISTICS

Characters all have 8 Primary Characteristics (Strength
through Comeliness) that represent physical and mental
capabilities. The other 6 Figured Characteristics (Physical
Defense through Stun) are used in combat. Generally, the
Primary Characteristics mean what they sound like;
Strength represents how much the character can lift, Intelli-
gence is how well the character can figure things out, etc.
The average human has basic Characteristics of around 8-
10.

Primary Characteristics have Characteristic Rolls equal to
9 + (Characteristic/5). For example a character with a
Dexterity of 20 would have a Dexterity Roll of 9+(20/5)=13.
Roll 3d6. If the dice total is less than or equal to the
Characteristic Roll, then the character successfully uses the
Characteristic (like making an Intelligence Roll to figure out
a clue or a Dexterity Roll to walk on a balance beam.) If the
dice total is greater than the Characteristic roll then the
character doesn't use the Characteristic successfully (like
missing the clue or falling off the balance beam.)

SKILLS

Characters have Skills that represent specialized knowl-
edge or training. The character can try to get information, or
other benefits from a Skill by attempting a Skill Roll. Each
Skill will have a Skill Roll between 3 and 18. The higher the
Skill Roll, the better the character is at the ability. A character
who wants to use the Skill should roll 3d6. If the dice total is
less than or equal the Skill Roll, then the character gets the
benefit of the Skill. If the dice total is greater than the Skill Roll
then the character doesn’t get the benefit of the Skill.
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COMBAT

Once combat starts there are several things to keep in
mind:

The sequence that characters act is based on the charac-
ters’ Speed and Dexterity. A character’s chance to hit or
avoid being hit is based on his Combat Value. A character's
ability to do damage is rated in dice of damage.

A character’s ability to absorb damage (thereby prevent-
ing it from affecting him) is divided into his Physical Defense
and his Energy Defense. The amount of damage a character
can take before going unconscious is defined by his Stun.
The amount of damage a character can take before starting
to die is defined by his Body.

The amount of Stun damage a character gets back every
turn is defined by his Recovery

A character's Speed is the number of times the character
can act in a 12 Segment (or second) tumn. The Segments are
called off one at a time and any character who can act gets
to “do his thing”. On a given Segment characters act in order
of their Dexterity.

Every time a character acts he can do two things (but only
one attack); normally characters move half their full move-
ment and attack (a character could also use his entire action
moving.)

To hit with an attack, the character should roll 3 dice. The
attack hits if the total is less than or equal to 11, plus the
attacker's Combat Value, minus the defender's Combat
Value. So if a character with a combat value of 6 attacks a
character with a Combat Value of 4, he has to roll 11+6-4=13
or less to hit.

A character's normal attack is rated in dice of damage. A
character can do 1d6 punch damage for every 5 points of
Strength. Weapons do the amount of damage listed on the
Weapon Tables and Powers do a number of dice based on
how much they cost. After a successful Attack Roll, the
attacker rolls damage dice. For normal attacks (usually a
punch or perhaps a Power), the total of the dice is the amount
of Stun damage. The number of dice, +1 for each 6 rolled,
-1 for each 1 rolled, is the amount of Body damage. If the dice
of a 6d6 attack rolled 1, 1, 4, 4, 5, and 6 the attack would do
21 Stun and 5 Body. For killing attacks
(which include most weapons), roll the

Name:

Combat Maneuvers

damage dice listed to determine the

Player:

Block

Val Char

SkiliTalent/

Pts. Perk/Power END/Roll

Ch ter Cost:

CHA Rol=8+CHA/S

STR Roll: DEX Roll:
INT Roll: _ EGO Ralk: _

Maneuver  Phase OCVDCV  Erect

i — 4 ah

amount of Body damage done. Then
roll 1d6-1 (with a minimum of 1) and
multiply it by the Body damage to find
the amount of Stun damage done to the
target.

The target of the attack has two de-
fense values, a Physical Defense and
an Energy Defense. These defenses
apply against normal attacks. Subtract
the appropriate defense from the Stun
and Body of the attack. If a target with
a Physical Defense of 10 was hit with a
6d6 punch attack doing 21 Stun and 5
Body the target would take 11 Stun but
no Body damage. If the attack is a

PER Roll (9+INT/5): ___

Range 0-4 58 816 17-32 33-64 65128

OCV/RMod Dmg/Stunx

Run{&"): Swim(2"): AMod O -2 -4 -5 -B -10
Jump(L/H)
BaseOCVipeva: ___  BaseDCVipees;___
Disadvantages Basa (__}J+Pts. Adjustment + Adjustment +
Finall OCV=__ Final DCV = ___
—_— Lavals:
— DEX: ___ SPD:___  ECV(EGO/): ___
—_— Phases: 1 2 3 4 56 6§ 7 8 8101
— PDIPD: EDFED:
— ENE STUN: BCDY:
— 3d6  Loc StunX NStun Bodyx CV Arm
35 Head x5 x2 x2 B __
6 Hands x1 xi2 xv2 -8
78 Ams x2 X2 x12 6 __
B — 9  Shiders x3 x1 1 <5
10-11  Chast x3 x1 X1 -3
—_— 12 Stomach x4 xt 12 x1 -7
— 13 Vieds x4 x112 x2 -8
— 14 Thighs x2 x1 x1 -4
15-16 Legs X2 x12 xi2 -8
1718 Faet a1 oxiz oxi2 8
Experience| Disadvantages Total:
. Experi tasis th :Skills Cost Helght:  Race:  Weight:
Aperience.spom +Char Cost Age: Sex:
Total Cost = =Total Cost
Description:
Name STR Min Notes

s

L

killing attack, then only resistant de-
fenses (such as armor or a Force Field)
would subtract from the Stun and Body
damage done.

A target that has taken all of its Stun
is unconscious. A target that has taken
all of its Body is down and near death.

A character who is conscious at the
end of a turn, may add his Recovery to
his current Stun (up to a maximum of
his starting Stun). Thus, if a character
can last until the end of his turn he can
get back some Stun and keep fighting.

GETTING STARTED

And that's all you need to get started.
With these notes and the characters
provided, you can start playing the
game right away. Read the rules as you
have questions, or want to know more
about a particular concept. If there’s a
term or abbreviation that doesn’t make
sense, look it up in the glossary.
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IF YOU HAVE PLAYED

HERO GAMES BEFORE

Here it is: The long-awaited HERO revision. It's been
months in the writing and years in the playtesting. The new
HERO system pulls together rules from Champions, Justice
Incorporated, Danger International, Fantasy Hero, Robot
Warriors, Star Hero, Super Agents, and the Adventurers
Club. We think the revised HERO System is cleaner, more
consistent, and more comprehensive than any HERO pres-
entation in the past. We like the revised HERO rules, and we
think you will too.

WHY THE REVISION

The question whether or not to revise the HERO system
was not taken lightly. First, HERO was already the best
roleplaying game available. As the saying goes, “if it ain’t
broke, don't fix it.” Second, people like you have been playing
various parts of the HERO system since 1980. The last thing
we wanted to do was change everything on you. And, of
course, doing a revision of a game as established as the
HERO System is a gargantuan effort.

But after carefully considering all this, we decided that a
Revision would still be a good idea. There are two main
reasons we went through with it: consistency and quality.

CONSISTENCY

It has always been our intention to create a single, unified
set of rules for all game genres. But in the past, we had made
an effort to publish games aimed at a certain genre. More-
over, because of the need to publish games, we never had
a chance to sit down and decide — once and for all — how
we wanted to handle certain Powers, effects, and game
mechanics. As a result, each of the HERO System games
handled things somewhat differently: Fantasy Hero spells
weren't quite the same as Champions Powers or Juslice
Incorporated Talents. Every game was similar to the rest,
but not quite the same.

4 N

This had several effects. Because not all the rules were in
one place, players who wanted them had to buy all the
books. For example, Lip Reading Skill was only in Justice
Incorporated, while Speed Reading was only in Danger
International. Players wanting the Disadvantage “Rivalry”
had to buy Robot Warriors, while the Power “Damage
Reduction” was only in Champions Illl. We didn't want to
force our customers to keep buying every rulesbook we've
ever published, just to get every Skill or Power.

Moreover, the minor variations among the games made it
harder to play HERO. A player who learned to play Cham-
pions knew basically how to play Fantasy Hero, but not quite.
There were just enough little things to trip him up. Addition-
ally, it wasn’t possible to simply transfer a character from one
HERO campaign to another, because the rules were differ-
ent.

Finally, the lack of a single set of rules made it difficult for
us to publish supplements and support games. Because
there was no HERO System rulesbook, we had to put the
rules in every book that we published. This made it harder
to publish games like Star Hero, and made it more expensive
for you, our customers.

By revising the HERO system, we hope to fix all these
problems. There is now a single set of rules, so there are no
inconsistencies. Moreover, all the rules are in one place —
there will be no more leafing through 4 or 5 rulesbooks to find
an obscure detail. This should make it easier for us, and
cheaper for you. Not a bad bargain.

QUALITY

The other big reason for the revision was playtesting and
quality control. It has been 10 years since the first HERO
game was published. In that time we have received hun-
dreds upon hundreds of letters from players like yourself.
We've learned a lot. Moreover, we have had some of the
finest minds in the gaming industry play the game. All of
these people have given us feedback on what needed work,
which rules work better than others, and so forth. We wanted
to take advantage of this feedback to improve the game.

Doing a revision also allowed us to improve the production
quality of the game. The original HERO games were
published over a 9 year period. During that time the produc-
tion quality of roleplaying games improved tremendously.
Revising the system let us use better art, better writing, and
better graphics to ensure that HERO Games looks sharp as
it heads into its second decade.
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WHAT’S NEW

The first step in the revision was to pull together all the
rules that have been published before. The Revised HERO
System thus has a comprehensive Skills list and Powers list.
We've also added new Powers and Skills.

We have also changed a few rules. These changes are a
result of your feedback, and reflect places where you felt the
game didn’t work as well as it could. Additionally, it wasn’t
possible to make all the HERO System rules consistent
without changing some of what has gone before.

With the rules changes, we had one real goal: To make this
the most comprehensive and elegant system ever designed.
Wherever possible we cleaned up and unified mechanics,
and tried to take out arbitrary differences between abilities.
We also worked to broaden Powers and their effects. Many
changes don't affect the point cost, but do affect the way the
ability is used. What follows are some of the more substan-
tial changes in the system. Almost everything has been
cleaned up at least a little, so it would probably be worthwhile
to read through the entire rulesbook.

Skills: All of the Skills are listed alphabetically. New Skills
like Acting, Oratory, and Range Skill Levels are included.
New Martial Arts rules allow superheroes and normal
heroes to use the same system. Talents and Perks are
broken out into their own sections.

Powers: The Powers now include all the Powers from
Champions (including Champions Il and Ill), along with
the spells from Fantasy Hero. A real effort has been made
to unify the various Powers so that they work in a consis-
tent and balanced fashion. For example, we altered the
Movement Powers so that the costs and noncombat
velocity work identically, regardless of the Power. We
made a similar effort with Mental Powers and the Adjust-
ment Powers (Absorption, Aid, Drain, Transfer). The
costs for some Powers are changed slightly, to reflect
playtesting comments.

Modifiers/Advantages/Limitations: As for Powers, these
now include all the Modifiers from previous HERO prod-
ucts. There are numerous new Advantages and Limita-
tions to help players simulate the abilities of any character
from fact or fiction.

Disadvantages: This is where there was the largest dis-
crepancy between Champions and the normal-scale
games. Moreover, the Disadvantage section had been
the subject of extensive feedback. The new HERO
system for Disadvantages is streamlined and consistent.
It also incorporates the Disadvantages from all previous
HERO games.

Combat: The combat rules have been reworked to make
combat easier, but without losing any of the intricacies it
had previously. In addition, there are optional rules to let
you make combat as complicated or simple as you like.

HOW TO USE THIS BOOK

Unlike someone who is just starting HERO, you've played
the game in the past. You might even have an existing
campaign. So how do you use a book like this?

The most obvious method is to convert all the characters
over to the new system. Let each player redesign his
character using the new rules. If you want, he can carry over
experience, thus allowing the character to be built on the new
rules. Many characters that were difficult to build under the
old rules will be easy to do now. Moreover, the vast expanse
of New Skills and Powers will let players expand their
characters in directions they only dreamed of.

If this doesn’t appeal to you, it is possible to convert the
characters over one by one, while preserving their original
abilities. Some Powers might cost more and some might
cost less, but this doesn’'t matter — the goal is to recreate the
exact same character using the new rules. This means that
each character has a “grandfather clause” — any Power he
used to have he still has. It also means that the GM will have
to be flexible with the point totals. If a character needs more
points to recreate a certain effect, he should be given them.
Using the revised rules in this way will enable the GM to enjoy
the advantages of the new rules, without changing the
campaign overmuch.

Finally, if the GM doesn't want to use the revised rules,
then this book can serve as a supplement to the old rules.
The expanded list of Powers, Talents, Skills, etc. make this
book an acceptable Champions IV, or Fantasy Hero Com-
panion. If this is what you want to do, simply pick and choose
from among the new rules until you find the ones you like.

In short, when using these rules: Do what you want. They
are the best we could devise, but they might not work in a
particular situation. If not, don’t hesitate to change them, or
use them in any way you desire.
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This section shows you how to create a character ready to

adventure in any campaign. Using the HERO system,
players are able to create precisely the types of characters
they wish to play. This involves choosing the abilities,
personality, and other qualities for the character, based on
the nature of the campaign.

Examples are given in each category, and the appropriate
Skills, Powers, etc. are listed alphabetically. To design a
character, you should read through each section carefully.
You must also know what type of campaign background the
Gamemaster (GM) will be running, and what restrictions are
placed on the characters. (Ask the GM to tell you this.) For
quick reference we have included an alphabetical list at the
beginning of each section.

Every player receives a certain number of Character
Points to build his character. The player uses his Character
Points to “buy” higher Characteristics or Skills. If he wishes
to have more than the normal allotment of Character Points
to begin with, he may take certain Disadvantages which limit
some of his effectiveness.

Creating a character from scratch takes a fair amount of
time, especially the first few times you do it. Don't worry, it
becomes much faster as you familiarize yourself with the
rules. To get started quickly, use the sample characters
provided.

N

, . -
w - -~ .

For game purposes, a character is defined by numerous
attributes:

Characteristics: These are the character’s natural physical
and mental abilities. Examples of Characteristics are
Strength, Dexterity, and Intelligence.

Skills: Skills are the abilities that an individual can learn from
study. Anyone can learn Skills; there is nothing especially
mysterious or unusual about them. Examples of Skills
include Computer Programing, Oratory, and Martial Arts.

Perks: These are useful items, privileges and contacts that
a character has access to in the campaign. Perks are not
innate to the character and can be lost, gained, or altered
over time. Examples of Perks include wealth, Diplomatic
Immunity, or followers.

IN SOME CAMPAIGNS,
CHARACTERS CAN ALSO HAVE

Talents: Talents are the weird and unusual abilities that
some people possess. Unlike Skills, it is impossible to
simply learn a Talent — the character must have some
innate ability in that direction. Talents are a half-way step
between Powers and Skills — they may exist in the real
world, but are extremely rare and/or inexplicable. Ex-
amples of Talents include Eidetic Memory, Luck, and
Ambidexterity.

Powers: Powers are the unbelievable and unnatural abili-
ties possessed by characters in comic books, fantasy and
science fiction. Examples of Powers include Invisibility
and Flight.
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HEROIC VS. SUPERHEROIC

One of the most important distinctions the GM must make
regards the type of campaign he will run. All games that use
the HERO system fall into two categories: heroic and super-
heroic. Put simply, in a heroic campaign, the characters are
extremely skilled individuals, but “normal” humans nonethe-
less. Conversely, characters in a superheroic campaign
can, if they want, buy Powers. These Powers allow the
characters to fly, fire bolts of energy from their hands, survive
the impact of tank shells, etc..

A heroic campaign is best for most non-comic-book cam-
paigns. Sword and sorcery fantasy campaigns, modern
espionage adventuring, swashbuckling, post-holocaust ex-
ploring — all of these should be heroic campaigns. It is not
impossible for characters in a heroic campaign to possess
Powers: a wizard would have spells or an alien could have
Sonar, for example. However, in a heroic campaign, Powers
are never the focus — most adventurers rely on their skills.
Powers are something wondrous, unusual, and (often) unre-
liable.

A player in a heroic campaign should design his character
by spending Character Points on Characteristics and Skills.
The characters can also spend points on Powers or Talents
if the GM allows it. However, the character doesn’t have to
spend Character Points for equipment — he can buy this with
money. The amount of money that a character has to spend
for equipment will be determined by the GM, and may be
affected by certain Perks.

A superheroic campaign is best for campaigns based
around comic-book superheroes. Superheroic campaigns
can also be used for high-powered fantasy games, or any
campaign where the majority of the characters will rely on
natural Powers.

——{3’]—_

Characters in a superheroic campaign must pay Charac-
ter Points for everything. This includes Skills, Talents,
Powers, and equipment. This does not mean that a charac-
ter can't grab a supervillain’s blaster in combat and fire it —
there is no mystical force preventing him from acquiring
equipment. But if the character wants to continue using the
equipment, then he will have to pay points for it.

Why is this? Why can't a superhero go to a store and buy
a transistor radio or a gun? The reasons are twofold. The first
involves fairness to all characters. A character who can
naturally hear radio will have to spend his precious Charac-
ter Points for the ability. It is unfair to this character for other
characters to be able to simply go out and buy a transistor
radio with money, and thereby acquire the same ability. The
same holds true for guns, body armor, and life support
devices. By forcing characters to pay Character Points for all
equipment and abilities, game balance is enforced.

Second, making characters pay Character Points helps
GMs enforce the superheroic genre. In comic books, heroes
and villains don't usually go out and buy transistor radios,
even when doing so might make sense. Similarly, many a
superhero would be better off if he had a gun — even if he
never used it on a living opponent. So why doesn’t he?
Because he's asuperhero. Similarly, superheroes in super-
heroic campaigns won't simply go out and stock up on
merchandise — they’'ll have to pay points first.

There are other minor differences between superheroic
campaigns and heroic campaigns, but these are mentioned
in the text. Because superheroic campaigns are often much
more high-powered than heroic ones, there are also recom-
mendations about how the GM should use optional rules with
each category of campaign. As with all other parts of the
HERO system, the GM should pick and choose from among
these rules as he sees fit. For example, if a GM wants to run
a heroic campaign featuring comic-book characters, he can;
it'll just feel a little different from the standard comic-book
fare.
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CHARACTER

CONCEPTION

In order to create a character, you need a Character
Conception. This is your initial idea of what the character
does, how he reacts to different situations, what his back-
ground is, and so forth. You may wish to play a steely-eyed
space smuggler, an immensely strong superhero, a confi-
dent femme fatale, a mysterious wizard, or any of a vast
number of characters appropriate to the particular cam-
paign. But the sharper your mental picture, the easier it will
be for you to structure the character.

Character conception is also the most important idea to
remember when actually playing the character. The all-
important basis of roleplaying games is that players role-
play. In other words, players put together their characters
according to their character conceptions, and in all subse-
quent adventures react to situations as their characters
would.

This means that if you have put together a character who
is a reckless, overconfident hero of heroes, the character
should act fearless, even if you would rather flee. On the
other hand, you may wish to portray a nearsighted coward
who would respond to most threats by running away. Both
of these are acceptable character conceptions that offer rich
opportunities for roleplaying.

In short, you should try to develop a character conception
that you will enjoy roleplaying. Ideally, this character will also
promote the enjoyment of the other players. In order to
design a better character, you should:

(1) Talk to the GM and try to understand the nature and scope
of the campaign. Make an effort to create a character that
will fit comfortably. It is also important to find out whether
the characters should be built for a heroic or superheroic
campaign, and any other limitations the GM may have on
characters or the rules.

(2) Become familiar with the genre. It is not necessary to
read reams of fantasy literature or every comic book that
has ever been published, but you should at least under-
stand what the campaign is trying to simulate. This will
help you create a character appropriate to the stories you
play in.

(3) Lastly, get inside the character’s head. How does he
respond to danger? To prolonged stress? Is he bitter or
romantic? Curious or indifferent? Outgoing or intro-
verted? Absentminded or fiercely intent? Comprehending
the character will enable you to design him to fill out this
conception.

( TYPES OF CHARACTERS )

Three types of people populate a HERO campaign world,
and these can be broken down into numerous subcatego-
ries. These are “normals”, which are the everyday inhabi-
tants of the world, “heroes”, which are the best that a typical
society can produce, and “superheroes”, which are im-
mensely powerful individuals that don’t exist in the real
world. Player Characters can be any of these, although
characters in heroic campaigns are usually members of the
Hero category. Similarly, characters in superheroic cam-
paigns usually belong to one of the Superhero categories.

The GM determines what category the Player Characters
(PCs) will belong to. This will determine the number of
Character Points the PCs begin with, and the maximum
number of Disadvantages each one can have. The following
values are only intended as advice; the GM can alter them as
he sees fit.

(1) The Incompetent Normal. This individual starts with -20
(that is, negative twenty) Character Points. It is possible
for him to start with even fewer points. An Incompetent
Normal is so inept that he must begin with his basic
Characteristics lowered to reflect his general incompe-
tence. Incompetent Normals can have a maximum of 25
points of Disadvantages (but must total 0 points or less;
they can only take 25 points of Disadvantages if they have
a base of -25). Incompetent Normals are almost always
Non-Player Characters (run by the Gamemaster). Ex-
amples of Incompetent Normals include feeble informers,
small children, old or infirm people, and so forth.
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Character Base Max pts. from (Max pts. from one
Type pts. Disadvantages category of Disadvantage) Total
Normal

Incompetent Normal -20 (or lower) 25 25 0 (or less)

Normal 0 25 25 25

Skilled Normal 25 25 25 50

Competent Normal 50 50 25 100
Hero 75 75 25 125
Superhero

Standard 100 150 50 250

High Powered 150+ 225+ 75+ 375+

(2) The Normal. The normal is just an average person with A character has a base number of Character Points, listed
average Characteristics. Normals have no extra Charac- on the table above. These points are “free”; the character
ter Points. A Normal may have a maximum of 25 points can spend them on Characteristics, Skills, and Powers (if
of Disadvantages. Normals are usually Non-Player Char- appropriate). The character can also take Disadvantages up
acters (NPCs). A Normal can often have a Disadvantage to the maximum point value listed. These Disadvantages
to add color and to buy some job or hobby skills. give the character extra Character Points and add to the
(3) The Skilled Normal. The Skilled Normal is a normal character conception. The character does not have to take

personl but one who is Very good at what he does. A the maximum number Of D|Sadvantage POIHlS, he COuld, fOf
Skilled Normal is much better than his fellows, and is example, take none at all. _ )
usually only shown up by Competent Normals or Heroes. Characters accumulate Experience Points through ad-
Skilled Normals start with a 25 point base, and can have venturing. Experience Points are |dent‘scal to Character
a maximum of 25 points of Disadvantages. points. They can be used to purchase Skills, boost Charac-

teristics, and diminish or even eliminate Disadvantages (see

(4) The Competent (Talented) Normal. A Competent Experience Points).

Normal (also called a Talented Normal) is given 50
Character Points to buy skills and boost Characteristics. s
He can also have a maximum of 50 points of Disadvan-
tages. The Competent Normal is capable of performing
physical, mental, and talent-related feats impressive to
the average person. This character can out-think, out-
maneuver, out-fight, and otherwise out-perform lesser
opponents. The Talented Normal makes a great villain or
special thug for the player-characters to fight. Examples
include an Olympic athlete or a Nobel prize winner.

(5) The Hero. The Hero begins with 75 Character Points,
and a maximum of 75 points of Disadvantages. The Hero
is generally capable of feats which will in turn impress the
Competent Normal. The Hero gets involved in the most
rigorous and dangerous of all modern escapades. The
Hero has the competence level of characters on TV
shows, movies, and in books. This will often be the
highest level of character in a heroic campaign.

(6) Superhero. The Superhero is the most powerful of
characters, and represents the amazing paranormals of
comic books and myth. Superheroes begin with 100
Character Points and a maximum of 150 points of Disad-
vantages. High Powered superheroes can have even
more points. Superheroes, and their counterparts, super-
villains, are much more powerful than the other members
of the campaign universe. The point base and maximum
number of Disadvantages will vary according to the actual
power level the GM would like to promote in the campaign.
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CHECKLIST FOR
CHARACTER CREATION:

Now you know how many points you have to work with, so

what do you do with them? The following list will walk you
through the steps to spending the Character Points to create
your character.

1.
2.

Character Conception: see above.

Package Deals: Some large organizations, like the mili-
tary, have basic requirements for employees. Characters
in such organizations may wish to start by buying a
Package Deal. This may require the character to buy
some Disadvantages, and always includes skills. Not all
characters will have Package Deals. (See Package
Deals).

. Characteristics: Buy Characteristics to match the char-

acter conception. If the character is immensely strong, he
should buy up his STR; an agile acrobat would want a high
DEX. Check the skills; if the character has a lot of skills
based on the same Characteristic, he should consider
buying more of that Characteristic. If the character is
particularly poor at something, he should sell back some
Characteristics below the starting values.

. Abilities: Choose the most important abilities for the

character. In heroic campaigns, this will include Skills,
Perks, and perhaps Talents and Powers. For superheroic
campaigns, the character can usually buy all of these.
The character should also choose a few Professional or
Knowledge Skills that make the character unique, such as
Wine Connoisseur, Old Earth Weapons, or Singing.
These skills make the character more fun to play, and
could be even useful someday.

——®—_

5. Disadvantages: What things are not perfect about the

character? Does he have an old enemy, a police record,
or chronic bad luck? Such Disadvantages help define the
character and give him more points to buy Skills or
Characteristics. The character can buy Disadvantages
up to the maximum allowed by the campaign.

6. Balancing: The cost of the character may be more than

the Base points + Disadvantage points. Look at the
character's Characteristics; some of these may be sold
back. Downgrade less important skills to Familiarities.
Remember that the character will be earning Experience
Points to improve Skills and Characteristics.

Alternately, a character may have points left over. In
this case, he can buy additional Skills or improve his
Primary Characteristics. He should reconsider the Disad-
vantages, and eliminate any that are inappropriate. He
can even save the points, and then spend them when he
thinks of something that is appropriate for the character.
Such saved points should be treated identically to Expe-
rience Points.

7. Equipment: Determine what devices and equipment the

character owns. This is especially important in heroic
campaigns; characters in superheroic campaigns have to
spend Character Points for their equipment.

8. GM Approval: Make sure the GM sees and approves of

your character. Since the HERO System rules are so
flexible, it's possible to build characters that can unbal-
ance the game — making the game less enjoyable for
other players. The GM should disallow such characters
and request that the player build a well-rounded character
that will make the game fun for everyone.
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CHARACTERISTICS

All characters are described by a set of Characteristics.
These Characteristics represent the natural attributes that a
person has, such as strength, intelligence, or comeliness.
Each Characteristic has a numerical value. This shows how
a character compares to other people in that Characteristic
— whether a character is better or worse in that regard.
Characteristics are something that every person has. A child
may have a Strength of 5, while a superhero has a Strength
of 60, but they both have a Strength Characteristic.

PRIMARY CHARACTERISTICS

Every player character starts with a score of 10 in each
Primary Characteristic. These are often “bought up” with
Character Points. The following table lists the Primary
Characteristics, how many Character Points it costs to raise
each value by 1, and the maximum value a Characteristic
normally reaches. This maximum value is only appropriate
in heroic campaigns; characters in superheroic campaigns
do not have any Characteristic Maxima.

CHARACTERISTIC FORMULAS
The formulas for Figured Characteristics appear here;
they're also listed on the Character Sheet for convenience.

Physical Defense =  (STR/5)

Energy Defense = (CON/5)

Speed = 1+ (DEX/M0)

Recovery = (STR/5) + (CON/5)
Endurance = 2x(CON)

Stun = BODY + (STR/2) + (CON/2)

Example: A character with a Strength of 20 will have a
base Physical Defense of 4 (20 divided by 5 = 4). If his
Constitution is 15, then his base Energy Defense would
be 3 (15 divided by 5 = 3). With a STR of 20 and a CON
of 15, he would have a base Recovery of 7 ((20 divided
by 5) + (15 divided by 5) =4 + 3=7).

Example: Andarra has a BODY of 9, a Strength of 15,
and a Constitution of 13. Her Stun will be 9 + 15/2 + 13/

Base Primary Cost Maximum o 2
Value Characteristic per pt. Value 2=9+8+7=24
10 Strength (STR) 1 20 MOVEMENT
10 Dexterity (DEX) 3 20 Each character can run at a certain velocity. This is
10 Constitution (CON) 2 20 measured in “inches”. Each inch equals 2 meters (see
Combat and Adventuring). All characters can run 6" (12 m)
10 Body (BODY) 2 20 in a Phase; this can be increased by +1" (2 m) for 2 Character
10 Intelligence (INT) 1 20 Points. Most characters also begin with 2" of Swimming; this
10 Ego (EGO) 2 20 can be increased by +1" for 1 Character Point.
10 Preser.lce (PRE) 11 20 Base Movement Cost Maximum
FIGURED CHARACTERISTICS ! Fllnning 2 1
A character is further defined by a series of Figured 2 SWAmining B
Characteristics. The base values of these Characteristics
are calculated from the character's Primary Characteristics, ROUND-OFFS

but they may be raised or lowered independently of the
Primary Characteristics, to reflect a character who is atypi-
cally endowed.

Base Figured Cost Maximum
Value  Characteristic per pt. Value
(2) Physical Defense (PD) 1 8
(2) Energy Defense (ED) 1 8
(2) Speed (SPD) 10 4
(4) Recovery (REC) 2 10
(20) Endurance (END) fa 50
(20) Stun (STUN) 1 50

When using the formulas for Characteristics, the numbers
rarely come out evenly. In the case of a number with a
fractional remainder, always round to the nearest whole
number. When the fractional remainder is '/z, the number
should be rounded in the character’'s favor, either up or
down. This rule applies to all cases in the game where
there’s a fractional remainder, except Speed (SPD).

Example: Energy Defense (ED) is figured from the
formula ED = CON/5. If a character has a 10 CON, his
ED = (10/5) = 2. If the character has a 12 CON, his ED
= (12/5) = 2.4, which rounds to 2. If he has a 13 CON, his
ED = (13/5) = 2.6, which rounds to 3.

Now for something trickier. STUN is figured from the
formula STR/2 + CON/2 + BODY. If a character has a 10
for STR, CON, and BODY, he has a 10/2 + 10/2 + 10 =
5+5+10=20STUN. If he has a 15 for STR, CON and
BODY, he has 15/2 + 15/2+ 15=8 + 8+ 15=31 STUN.
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EXPLANATION OF
CHARACTERISTICS

Each Characteristic is listed with its standard abbreviation
in parentheses. The description gives an idea of the use of
the Characteristic in the game. For more details, see
Characteristic Rolls.

PRIMARY CHARACTERISTICS
STRENGTH (STR)

This Characteristic represents the character's raw physi-
cal power. Strength determines the damage a character
does in hand-to-hand combat, and how much he can lift,
carry, or throw. Strength also adds to the base value of
Physical Defense, Recovery, and Stun. A character can lift
twice as much for every +5 points of STR. One point of STR
costs 1 Character Point.

DEXTERITY (DEX)

This Characteristic represents the character’s agility and
reaction time. A character's Combat Value is based on DEX.
Certain Skills are based on DEX, and a character’s base
Speed is calculated from DEX. One point of DEX costs 3
Character Points.

CONSTITUTION (CON)

This Characteristic represents how hardy and healthy a
character is. Constitution keeps a character from being
stunned easily in combat and adds to the base value of
Energy Defense, Recovery, Endurance, and Stun. One
point of CON costs 2 Character Points.

BODY (BODY)

This Characteristic represents how much damage a char-
acter can take before being killed. Body adds to the base
value of a character's Stun. One BODY costs 2 Character
Points.

INTELLIGENCE (INT)
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This Characteristic represents the ability to
take in and process data quickly. INT does not
necessarily reflect knowledge. A character
could have a high INT and be very ignorant.
Conversely, a brilliant scientist who thought
slowly might have a low INT. Intelligence in-
creases the character's Perception Rolls and
certain Skills. One point of INT costs 1 Charac-
ter Point.

EGO (EGO)

This Characteristic represents a character's
mental power and strength of will. Ego helps a
character in tests of willpower, when he is
wounded, resisting interrogation, or trying to
overcome his psychological flaws. One point of
EGO costs 2 Character Points.

PRESENCE (PRE)

This Characteristic shows the forcefulness
and charisma of a character. Presence allows
the character to impress or awe others and
resist the effects of another person’s high Pres-
ence. One point of PRE costs 1 Character
Point.

COMELINESS (COM)

This Characteristic represents how beautiful
or handsome a character is; this may some-
times affect certain Skills or Presence Attacks.
One point of COM costs half a Character Point.

FIGURED CHARACTERISTICS
PHYSICAL DEFENSE (PD)

This Characteristic represents how tough a
character is against physical attacks (like
punches). A character's PD is subtracted from
the STUN and BODY damage done by a normal
physical attack. Physical Defense has a base
value of (STR/5), and may be increased 1 point
for 1 Character Point.

-
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ENERGY DEFENSE (ED)

This Characteristic represents how tough a character is
against energy attacks (like electricity or heat). A character's
ED is subtracted from the amount of STUN and BODY
damage done by normal energy attacks. Energy Defense
has a base value of (CON/5), and may be increased 1 point
for 1 Character Point.

SPEED (SPD)

This Characteristic represents how many actions a char-
acter may perform in a turn. Speed has a base value of 1 +
(DEX/10). Each additional Speed pt costs 10 Character Pts.

Speed is the only Characteristic that does not round off in
favor of the character. To increase Speed, characters must
buy the remaining fraction of a Speed point. Each 1/10 of a
SPD point costs 1 Character Point.

Example: A character with a DEX of 18 has a base speed
of 1 + (18/10) = 2.8, which rounds down to 2, so the
character is SPD 2. If the character wanted to be SPD 3,
it would cost 2 Character Points. If the character wanted
to be SPD 4, it would cost 12 Character Points.

RECOVERY (REC)

This Characteristic represents how fast a character recov-
ers from being exhausted or knocked out. It also allows the
character to heal more quickly. Recovery has a base value
of (STR/5) + (CON/5). Each point of REC allows the
character to regain one point of lost STUN and one point of
lost END each post-Segment 12 Recovery Phase and each
Phase the character does nothing else. Each additional
point of REC costs 2 Character Points.

ENDURANCE (END)

This Characteristic represents how long a character can
expend energy. A character who uses a Power, moves, or
uses STR expends END. END has a base value of 2 x CON.
Each additional END costs '/z Character Point (to buy 2 END
only costs 1 Character Point).

STUN (STUN)

This Characteristic represents how much damage a char-
acter can take before being knocked out. STUN has a base
value of BODY + (STR/2) + (CON/2). Each additional STUN
costs 1 Character Point.

MOVEMENT

A character's movement determines how quickly he can
run or swim. These values vary widely; in some campaigns
the characters will not even know how to swim. And in some
superheroic campaigns, the characters will have other
modes of movement, like Flight or Tunneling.

MAXIMUM CHARACTERISTICS

The Maximum Value listed for the Characteristics means
that characters in heroic campaigns don’t normally have a
Characteristic over that number. Characters in superheroic
campaigns can ignore this restriction altogether. It's not
impossible for characters in heroic campaigns to exceed the
maximum listed score in a Characteristic, but it is expensive.
The cost of Characteristics over the Maximum Value is twice
the normal cost listed.

Example: Paul wants his character, a rocket scientist, to
have an INT of 23 (to be exceptionally bright and to help
out with some of his Intelligence-based Skills). The
score of 23 exceeds the listed maximum of 20 by 3. Paul
uses 10 of his Character Points to buy his INT up to 20.
After that, the cost per point doubles, so that the three
additional Intelligence points cost six more Character
Points. Paul has spent a total of 16 Character Points and
his character now has an Intelligence of 23.

LOWERING CHARACTERISTICS

Not only can Characteristics be raised above the listed
maxima, they may also be reduced below beginning values.
The bonus is the same as the price for raising the Character-
istic.

Example: Melissa wants her character to be less healthy

than normal, and wants her to start with a Constitution of

7 instead of 10. If she decides to do this, she gains the

Character Points appropriate to the loss. Since her

character lost 3 CON Points, and CON Points are worth

2 Character points each, the character gains 6 Character

Points to buy other Characteristics or Skills. However,

the loss of CON affects her ED, REC, END, and STUN.

Moreover, she’s also rather frail.

A character may reduce each and every Primary Charac-
teristic below the listed value, but only one Figured Charac-
teristic. No Primary Characteristic may be reduced below 5,
except with the GM's permission. In any case, the minimum
value of a Characteristic is always 1.
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Skills are abilities that characters possess, usually abili-
ties that characters were born with or were trained to per-
form. Examples of Skills include lockpicking, combat pilot-
ing, and martial arts. This section describes the different
Skills available in the HERO System, their point cost, and
how Skills affect the game.

The GM should tell the players which Skills are unavail-
able in his campaign; genre books in the HERO System
series provide this information. The GM can also alter the
Skill names as necessary to match the campaign. For
instance, in a fantasy campaign Paramedic Skill could be
called Healing Skill, and High Society could be called Court-
ier Skill.

Characters are assumed to have a basic knowledge of the
world around them: they can speak their native language, do
basic arithmetic, and so forth. These basic abilities vary
according to the campaign: in a medieval setting most
people are illiterate, while in a high-tech environment, every-
one might be proficient in several languages and know how
to operate a simple computer.

Skills that are important to the characters in a game sense,
such as the ability to pick a lock or fire a gun, are not
possessed by everyone. Such Skills are purchased with
Character Points — the same Character Points used to buy
Characteristics.

A character may obtain a Skill by paying the Character
Point cost listed. Once a character has bought a Skill, that
Skill may be used over and over without paying any more
Character Points.

Example: Andarra pays 3 Character Points for Bribery
Skill. She may use Bribery Skill whenever she wants
without paying more Character Points.

Skills are grouped into six categories, primarily for ease of
creating characters. The categories are: Background Skills,
Combat Skills, DEX-based Skills, General Skills, INT-based
Skills and PRE-based Skills. Characters may have Skills
from any or all categories. Skill Enhancers (listed sepa-
rately) lower the cost of certain Skills.

Each Skill is given a number. The higher the number, the
better the character is at the Skill. In general, a character with
an 11- is fairly good at he Skill, while any Skill over 14- is
remarkable. “Skill Rolls” are made whenever the character
attempts to use the Skill in a difficult or dangerous situation.
When a character tries to use a certain Skill, he must roll
equal to or under the Skill Roll on 3 six-sided dice (3d6). If
the total is greater than the character’s Skill Roll, then the
character has failed. An 18 (three sixes) always indicates
failure.

A failed Skill Roll means the character won't be able to
perform the chosen action (such as picking a particular lock)
or will receive no benefit from the Skill until the situation
changes to the benefit of the character; i.e., until the charac-
ter somehow gets at least a +1 to the Skill Roll. Obtaining a
+1 to a Skill Roll can be as simple as spending more time at
the Skill (see Skill Modifiers).

Even a character who fails his Skill Roll is assumed to be
more proficient at a given Skill than a character without the
Skill; GMs shouldn’t assume that failing a Skill is worse than
not having it at all. (However, with certain Skills — like
Demolitions — the character would be better off not trying to
use the Skill unless he is reasonably proficient.)

The GM may want to make some Skill Rolls himself, just
to keep the characters guessing. In this case, he can tell
them “You think the bomb is rigged properly” or “You're not
sure that they believed your disguise”, according to the roll.
If the roll is missed spectacularly, the GM can tell the player
that it seemed successful, even though it wasn't (leading to
complications).

The base Skill Roll for the INT, DEX, or PRE-based Skills
(also called “stat-based” Skills) is calculated by the formula
below. There are some other stat-based Skills (listed under
Special Skills and Background Skills); they also use the
following formula:

Base Skill Roll = 9 + (Characteristic/5) or less

Thus, the base Skill Roll for an INT-based Skill would be
9 + (INT/5) or less. The base Skill Roll for a DEX-based Skill
would be 9 + (DEX/5) or less, and so on. If the Skill Roll
comes to a half, round in favor of the character.

Example: Andarra, who has a 13 INT, pays 3 Character
Points for Concealment Skill. Andarra’s Base Conceal-
ment Skill Roll is 9 + (13/5) = 12 or less.

Most General Skills and Knowledge Skills have a base 11
or less roll. The cost of a +1 to a Skill Roll (i.e. to improve
that Skill by +1) for any INT-based, DEX-based, PRE-based,
or General Skill is 2 Character Points. Background, Combat,
and Special Skills have different costs, explained in their
individual sections.

Skills may be 